This paper describes the realtime computation for the deformaion of virtual rheological objects on FPGA. Displaying tactile sensation requires to compute the deformation in high frequency. We will implement realtime computation of the deformation of large scale objects on an FPGA suitable for parallel computing. First, we will describe the simplified dynamic equations for computing the deformation of rheology objects. Second, we will outline the calculation of object deformation on an FPGA and will evaluate the performance of the calculation. Finally, we will discuss data transfer between a PC and an FPGA and will propose a better design for the realtime computation of the rheological deformation.
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